FIG. 1 




1.2 



14 



TO ANOTHER GAME 
MACHINE 



38 



42 



44 



CONNECTOR 



52. 



I 



TRANSMITTING 
/RECEIVING 
BUFFER 



32, 



OPERATING 
PORTION 



2 



ROM 



CONNECTOR 



I 



36 



CONNECTOR 



I 



40 



CPU 



RAM 



12 



50 



WRAM 



16 



LCD 



FIG.4 

CARTRIDGE ROM 



MAIN PROGRAM AREA 






GAME SELECTING PROGRAM - 


■^62 




BACKUP DATA WRITING CONTROL 
PROGRAM 


--64 




COMMUNICATION CONTROL PROGRAM^ 


-66 






GAME PROGRAM AREA 






SINGLE-PLAYER GAME ^ 
(FIRST GAME PROGRAM) 


-68 




■ IMAGE PROCESSING PROGRAM 
• CHARACTER DATA 

■ SOUND DATA AND ETC. 






MULT 1 -PLAYER GAME ^ 
(SECOND GAME PROGRAM) 


-70 




■ IMAGE PROCESSING PROGRAM 
• CHARACTER DATA 

■ SOUND DATA AND ETC. 









58 



FIG. 5 CARTRIDGE RAM 



SHARED BACKUP AREA 




■ PLAYER NAME 




- INITIAL SETTING DATA 

1 11 1 1 1 (tk. III IVVI V/i 1 fi 




- RANKING DATA 




■ ACQUIRED ITEM FLAG 




• SWORD SKILL FLAG 




■ CONQUERING FLAG AND ETC. 




SINGLE-PLAYER GAME BACKUP AREA 




• PROGRESS SITUATION DATA 




• ACQUIRED ITEM FLAG 




■ SWORD SKILL FLAG 




• CONQUERING FLAG AND ETC. 




MULT 1 -PLAYER GAME BACKUP AREA 




• PROGRESS SITUATION DATA 




• ACQUIRED ITEM FLAG 




• SWORD SKILL FLAG 




• CONQUERING FLAG AND ETC. 





'72 



'74 



FIG. 6 



START 





r 


READ BACKUP DATA FROM 
SHARED BACKUP AREA 






DISPLAY GAME SELECTION 
SCREEN 




: S5 



SINGLE-PLAYER GAME? 
Yes 



S7 



READ BACKUP DATA FROM 
SINGLE-PLAYER GAME BACKUP 
AREA 



S9 



SINGLE-PLAYER GAME 
PROCESS 



SI 



S3 







S11 

r r — ^ 




READ BACKUP DATA FROM 
MULT 1 -PLAYER GAME BACKUP 
AREA 






SI 3 

^ r — ^ 






MULT 1 -PLAYER GAME 
PROCESS 





c 



END 



FIG.7 



INGLE-PLAYER GAMI 
PROCESS 



PERFORM GAME 
PROGRESSING PROCESS 

ON THE BASIS OF 
OPERATION BY PLAYER 




WRITE "SWORD BEAM" 
SKILL FLAG TO 
SINGLE-PLAYER GAME 
BACKUP AREA 



WRITE "SWORD BEAM" 
SKILL FLAG TO 
MULTI-PUYER GAME 
BACKUP AREA 



WRITE "WARASHIBE 
EVENT" CONQUERING 
FLAG TO SINGLE-PLAYER 
GAME BACKUP AREA 



S29 



WRITE "SWORD BEAM" 
SKILL FLAG TO SHARED 
BACKUP AREA 



WRITE "SPIN ATTACK" 
SKILL FLAG TO 
SINGLE-PLAYER GAME 
BACKUP AREA 



WRITE "LAST BOSS" 
CONQUERING FLAG TO 
SINGLE-PERSON GAME 
BACKUP AREA 



S51 



ANOTHER 
PROCESS 



WRITE "SPIN ATTACK" 
SKILL FUG TO 
MULT I -PLAYER GAME 
BACKUP AREA 




839 



WRITE "SPIN ATTACK" 
SKILL FLAG TO 
SHARED BACKUP AREA 



853 



WRITE "LAST BOSS" 
CONQUERING FLAG TO 
SHARED BACKUP AREA 



S49 



WRITE "HIDDEN 
DUNGEON" FLAG TO 
SINGLE-PLAYER GAME 
BACKUP AREA 




FIG. 8 



r MULT 1 -PLAYER 6AME"\ 
\^ PROCESS J 



PERFORM GAME PROGRESSING 
PROCESS ON THE BASIS OF 
OPERATION BY PLAYER AND 
RECEIVED DATA FROM 
ANOTHER GAME MACHINE 



S61 




WRITE "10 MEDALS" 
FLAG TO MULT I -PLAYER 
GAME BACKUP AREA 



I 



WRITE "LAST BOSS" 
CONQUERING FLAG TO 
MULT I -PLAYER GAME 
BACKUP AREA 



S81 



ANOTHER 
PROCESS 



S67 



S75 



WRITE "WARASHIBE 
EVENT" FLAG 
TO SINGLE-PLAYER GAME 
BACKUP AREA 



S69 



rs "LAST BOSS" 
)NQUERING FLAG PRESENT 
INGLE-PLAYER GAME BACKUP, 
AREA? 



S77 



WRITE "10 MEDALS" 
FLAG TO SHARED BACKUP 
AREA 



WRITE "LAST BOSS" 
CONQUERING FLAG TO SHARED 
BACKUP AREA 



WRITE "HIDDEN 
DUNGEON" FLAG TO 
SINGLE-PLAYER GAME 
BACKUP AREA 



S79 



S83 



No 



GAME OVER? 



FIG.9 



CASE OF LEARNING "SWORD BEAM" SKILL IN 
SINGLE-PLAYER GAME 



(A) 



SHARED BACKUP 
AREA 



SINGLE-PLAYER ' 
GAME BACKUP AREA 



MULT I -PLAYER GAME^_ 
BACKUP AREA 



72 



74 



-S29 




S27 



(B) 



SHARED BACKUP 
AREA 



'SWORD BEAM" 
SKILL FLAG 



SINGLE-PLAYER - 
GAME BACKUP AREA 



'SWORD BEAM" 
SKILL FLAG 



MULT I -PLAYER GAME 
BACKUP AREA 



"SWORD BEAM" 
SKILL FLAG 



72 



74 



76 



FIG. 10 



CASE OF COLLECTING 10 MEDALS IN MULT I -PLAYER GAME 



(A) 



SHARED BACKUP 
AREA 



SINGLE-PLAYER 
GAME BACKUP 
AREA 



MULT I -PLAYER 
GAME BACKUP 
AREA 



72 



72 



74 



74' 



^76 
S65 



76-^' 



(B) 



SHARED BACKUP 
AREA 



SINGLE-PLAYER 
GAME BACKUP 
AREA 



MULT I -PLAYER 
GAME BACKUP 
AREA 



'10 MEDALS" 
FLAG 



(C) 



72 



SINGLE-PLAYER 
GAME BACKUP 
^ AREA 



869/ 74 



76-^' 



SHARED BACKUP 
AREA 



"10 MEDALS" 
FLAG 



"WARASHIBE 
EVENT" FLAG 



MULT I -PLAYER 
GAME BACKUP 
AREA 



'10 MEDALS" 
FLAG 



6. 11 



CASE OF CLEARING "WARASHIBE EVENT" IN SINGLE-PLAYER GAME 
(A) (B) (C) 

12- 



SHARED BACKUP 
AREA 



"10 MEDALS" 
FLAG 



SINGLE-PLAYER 
GAME BACKUP 
AREA 



"WARASHIBE 
EVENT" FLAG 



MULT I -PLAYER 
GAME BACKUP 
AREA 



"10 MEDALS" 
FLAG 



72 



72' 



74 



7* 

S33 



74- 



76 



76- 



SHARED BACKUP 
AREA 



'10 MEDALS" 

FLAG 



SINGLE-PLAYER 
GAME BACKUP 
AREA 



"WARASHIBE 
EVENT" FLAG 



"WARASHIBE 
EVENT" 
CONQUERING 
FLAG 



MULT I -PLAYER 
GAME BACKUP 
AREA 



"10 MEDALS" 
FLAG 





76 



SHARED BACKUP 
AREA 



'10 MEDALS' 

FLAG 



"SPIN 
ATTACK" 
SKILL FLAG 



SINGLE-PLAYER 
GAME BACKUP 
AREA 



"WARASHIBE 
EVENT" FLAG 



"WARASHIBE 
EVENT" 
CONQUERING 

FLAG 



"SPIN 
ATTACK" 
SKILL FLAG 



MULT I -PLAYER 
GAME BACKUP 
AREA 



"10 MEDALS" 
FLAG 



"SPIN 
ATTACK" 
SKILL FLAG 



FIG 



12 



CASE OF DEFEATING LAST BOSS IN SINGLE-PUYER GAME 
AFTER LAST BOSS IS DEFEATED IN MULT I -PLAYER GAME 



(A) 



(B) 



(C) 



SHARED BACKUP 
AREA 



SINGLE-PLAYER^ 
GAME BACKUP 
AREA 



MULT I -PLAYER 
GAME BACKUP 
AREA 



"LAST BOSS" 
CONQUERING 
FLAG 



72 



72' 



74 



S43 



74- 



76 



76- 



SHARED BACKUP 
AREA 



SINGLE-PLAYER 
GAME BACKUP 
AREA 



"LAST BOSS" 
CONQUERING 
FLAG 



MULT I -PLAYER 
GAME BACKUP 
AREA 



"LAST BOSS" 
CONQUERING 
FLAG 



72' 



S47 




76 



SHARED BACKUP 
AREA 



"LAST BOSS" 
CONQUERING 
FLAG 



SINGLE-PLAYER 
GAME BACKUP 
AREA 



"LAST BOSS" 
CONQUERING 
FLAG 



"HIDDEN 
DUNGEON" FLAG 



MULT I -PLAYER 
GAME BACKUP 
AREA 



"LAST BOSS" 
CONQUERING 
FLAG 



3 



CASE OF DEFEATING LAST BOSS IN 
AFTER LAST BOSS IS DEFEATED IN 



MULT I -PLAYER GAME 
SINGLE-PLAYER GAME 



(A) 



(B) 



(C) 



SHARED BACKUP. 
AREA 



SINGLE-PLAYER 
GAME BACKUP 
AREA 



"LAST BOSS" 
CONQUERING 
FLAG 



MULT I -PLAYER 
GAME BACKUP 
AREA 



72 



72' 



74 



74- 



76 



S75 



76 



SHARED BACKUP 
AREA 



SINGLE-PLAYER 
GAME BACKUP 
AREA 



"LAST BOSS" 
CONQUERING 
FLAG 



MULT I -PLAYER 
GAME BACKUP 
AREA 



"LAST BOSS" 
CONQUERING 
FLAG 



72' 



S77 



74 




.SHARED BACKUP 
AREA 



"LAST BOSS" 
CONQUERING 
FLAG 



SINGLE-PLAYER 
GAME BACKUP 
AREA 



"LAST BOSS" 
CONQUERING 
FLAG 



"HIDDEN 
DUNGEON" FLAG 



MULT I -PLAYER 
GAME BACKUP 
AREA 



"LAST BOSS" 
CONQUERING 
FLAG 



